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1. Claim Rejections under 35 USC § 102 

Regarding our phone conversation April 17, 2006, pursuant to patent application 
10/648,433, our conversation centered around prior art by Hatlelid et al, US 6,522,333, and 
hereafter referred to as Hatlelid and we summarize: 

The emotive content in Hatelid and all the previous prior art still deal with graphical user 
interface and receiver interpretation of the emotive content. Emovectors are sender/author centric 
and contain specific emotive state, not moods, personalities, or gestures. That specific emotive 
state has a state name or label, not generic and cannot have a general denotation as moods can, as 
"good" "bad" "positive" "negative" "dark" "light" etc. Moods have a built in sign value, 
negative or positive, emotive states do not. Moods comprise emotive states and often have a 
plurality of emotive states all mixed in together, and frequently carry the name of the dominant 
emotive state, ie, a "happy mood", a "sad mood". Emotive states are single and atomic. They are 
not a sum or total of some other emotive states. 

Hatelib teaches and claims behavior and visual information, moods, moods with gestures, 
moods with absolute scales of mood intensities, personality or behavior with dials and intensity 
bars. Although those can all be construed as manifestations of emotions, visuals and graphics 
with movement and manifestations of weighted movements are indicative of emotion but not the 
emotions themselves. Frankly they are still too imprecise and must be interpreted by receivers to 
obtain the emotions. Since the behavior is unique to the individual, this makes the guessing even 
less precise. 

Moods are: a general overall mental disposition of all your current feelings. You can have many 
feelings generally all a one time. That is your mood. You can be in a "good" or "bad" mood, 
but you cannot be in a "good" or "bad" emotive state. You can be in a "negative" or "dark" 
mood, or "positive" or "light" mood. This is because you may be happy, exited, anxious, afraid 
and still be in a "good" mood. Mood is the net overall feeling that you have presently. Emotive 
states are specific and individual, with names or labels, Happy, Sad, Anxious, Exited, etc. 
Emovectors allow the building of relationships and transitions between emotive states, Moods do 
not allow this because of the mix inside. You can be in a happy mood, but that is general and 
under that you can have several emotive states, even though the happy mood may predominate it 
cannot be accurately translated another mood without loosing some emotive states. 

Mood Intensity: Hatelid defines this as "the mood intensi ty selection allows the user to adjust 
which behavioral movements associated with the personality will be selected by assigning e ach 
movement a weight that determines the probability the moveme nt will be selected." Therefore 
Hatelid mood intensity is not even the intensity of the mood itself, but only allows the user to 
select behavioral movement. 

Therefore Mood Intensity is not Emotive Intensity or even analogous to emotive intensity 
because mood intensity as defined "allows the user to adjust which behavioral 
movements associated with personality or mood. . .", not the degree of the mood. This is 
further shown in Hatelid because he discloses that one can have a "happy" mood (Figure 
2b) with a negative value for mood intensity, -10 to +10. Or a "sad" mood with a 
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positive mood intensity, -10 to +10. Thus, the moods intensities are for graphical 
manipulation of movements. 

Emotive Intensity is the specific value of the emotive state felt from the sender's range 
of highest to lowest specific emotive state levels, ie. value normalized to the sender 
maximum and minimum felt or experienced feeling intensities of a specific emotive state. 
An individual may have many emotive states on various specific subjects or matters. 
Each will have their own associated intensity and that is normalized to the author's 
individual uniquness, not some absolute -10 to +10 movement scale. 

Mood Intensity Scale: (Intensity bar on Figure 2a and Figure 9a) are an absolute, -10 to 
+10 scale. This is the minimum and maximum scale for "adjusting the behavioral 
movements associated with personality or mood " This has nothing to do with a users 
emotive state intensity, for which the user must introspect to discover. A user must feel 
the intensity and ask where if falls on his/her personal scale, then normalize it against 
their most and least intense feelings experienced for that emotive state. Behaviorally, a 
user may be furiously angry mood, yet display that without intensely flapping their arms 
as per the Mood Intensity scale value -10 or alternatively the user can choose to intensely 
flap their arms at the maximum absolute intensity value 1 0+, both of which can be correct 
from the senders standpoint depending on how he/she expresses him/her self behaviorally 
yet has no information as to what and how much the author feels inside. 

Emotive intensity scale: will be specific to the individual and the individual's specific 
emotive state, not absolute in either of those aspects. The emotive intensity is also sign 
less, has no sign value, because emotional states have no sign. Moods have signs by 
definition, good or bad, negative or positive because that could be a general mental 
disposition as defined by mood. Emotive states have no sign by definition. An 
emotional state just is. Emovectors do not carry a signed emotive intensity or intensity 
range with a sign or an absolute scale. 

Furthermore, a signed intensity prohibits emotive equivalencing, translating to 
other emotive states, an aspect of the invention that allows for relationships between 
emotive states to be numerically processed. Mood cannot get you from the emotive state 
^'Outraged" to emotive state "irritated" Or "ecstatic" to "amused" There is no way to translate 
between emotive states because moods are a generic feeling, a sum total of how one feels, and not 
specific enough to translate from one emotive state to another. Hence the added emotive content 
precision is dramatically improved upon by the invention by requiring the send to be 
introspective, to look inside him/her self, and discover the emotive intensity of the feeling, 
normalizing that to their set of experiences and providing that quantity. 

Behavior: 

Hatelid is all about behavior. Expressing personality, moods and gestures. But behavior is 
an external manifestation of action based on feelings. Emovectors reflect feelings and 
completely bypass behavior. Behavior can be misinterpreted and often is, inferring a 
specific feeling when another or plurality of other feelings are the root impetus. 
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A common fallacy of human behavior is to dislike in others what we dislike about 
ourselves. A sarcastic person likely has little tolerance for other sarcastic people. A pushy 
person probably does not like to be pushed around by others. A person who never smiles 
is likely to be bothered by people who don't smile. So there is plenty of room for error 
when the receiver has to judge the mood or feelings from animated behavior. That's why 
Hatelid doesn't use emovectors, because they handle exactly that problem, the room for 
error in judgment by the receiver, as to what the behavior means. 

Another disadvantage of receiving behavioral cues is to think that everyone is just like us. 
Or, closer to the truth, that everyone SHOULD be like us. If we have a great natural smile 
we feel like others should also beam a celebrity smile. But people are NOT like us. Due 
to culture, family upbringing, peer group, genetics, medications, emotional states, bad 
teeth, and more. . .people are inclined or not inclined to smile. They are who they are. It's 
just the way it is. And transmitting behavioral characteristics in the hopes that this is 
emotively accurate is not reality, but that's what Hatelid does, allows the transmission of 
behavior in gestures, moods and personalities. 

Another fallacy is "what you see is what you get!" Not necessarily so. Interpreting human 
nature is more complex that just observing someone's smile or looking at his or her 
gestures. Just because a person isn't smiling doesn't mean he's unhappy. Just because a 
person is smiling doesn't mean she's happy. Although a smiling worker is terrific, there 
is a good chance that the more serious-looking worker connects and communicates better 
with the customer than the worker with the mandatory, plastic smile. 

And sometimes "what you see isn't what you get" because our reading of smiles and 
behavior is an art and not a science. When we see a smile or a gesture, many times the 
impression of whether it's real or fake is correct, but sometimes it's wrong. That's the 
prior art. That's not emovectors. The differences between Hatelid's mood/intensity and 
emovectors is briefly: 

Hatelid allows for moods, not emotive states. Moods are generic mental disposition 

which include more than one emotive state and often many emotive states, henc 
their sum affect can be "good mood", "bad mood" "dark mood light mood" which 
are not emotive states, which have names or labels like happy, anxious, sad, 
afraid, etc. 

Hatelid mood intensity relates to behavior movements or movement weights, not 

intensity value the of mood itself. Ie mood is not -10 or +10, that is the value that 
some movement will acquire. Emotive intensity is the value of the emotive state 
itself, not some other parameter related to movement of some other object, 
extrinsic to mood/emotion itself. 

Hatelid mood scale gives a numerical value to the degree of movement, not for the degree 
of emotive state felt. 
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Hatelid mood intensity scale is a signed absolute scale (negative to positive, good to bad), 
not a numerical range of the emotive state normalized to the user, dependent on 
the user's uniqueness and based on the users emotional reaction. This reaction in 
the data entity form of an emovector is not behavioral, its totally internal to the 
user and must be introspected. While this information can be used to create 
behavior, that's not what we teach or claim and other inventions, Hatelib, do that. 



We have amended the independent claims 1, 10, and 16 to reflect the definitions for emovector 
given in the specification on page 20, so they are expressly defined in the claims as per your 
request Claim 17 was amended by striking 2 stray lines after the claim ending, making it not a 
part of the original claim 17 yet not part of claim 18. Claims 2, 3, 4, 5, 6, 7, 8, 9, 1 1, 12, 13, 14, 
15, and 18 remain unchanged. Please let us know if this adequately meets with your approval. 



1 . (currently amended) A system and method of communicating emotive 
content comprising emotive vectors , each emotive vector comprising an 
emotive state and an associated emotive intensity normalized to the 
author, with associated text embedded in electronic device 
communications. 

2. (original) A method as in claim 1 further comprising the encoding of 
emotive content into standard computing device communication formats. 

3. (original) A method as in claim 1 further comprising the encoding of the 
emotive content into textual communications. 

4. (original) A method as in claim 1 further comprising the decoding of 
emotive content in electronic communications bearing emotive vectors 
normalized to the communication's author. 

5. (original) A method as in claim 4 further comprising parsing the emotive 
content into tokens for presentation and display of face glyph emotive 
representations with associated textual content on receiver computing 
device displays. 

6. (original) A method as in claim 5 further comprising the tokenizing of the 
parts of speech of associated text and with the tokenized emotive content 
synthesizing author's intended meaning text strings. 



7. (original) A method as in claim 4 further comprising the mapping of 
emotive intensity numerical value into one or more word text describing the 
emotive intensity value in express language which would qualify an 
associated emotive state with the intensity value. 

8. (original) A method as in claim 1 further comprising the scanning and 
tokenizing of the embedded emotive content in the communications. 
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9. (original) A method as in claim 1 further comprising parsing 
communications containing the emotive content using emotive grammar 
productions to tokenize the emotive content in textual communications. 

10. (currently amended) A method of encoding emotive vectors, each emotive 
vector comprising an emotive state and an associated e motive intensity 
normalized to the author with associated text in electronic 
communications. 



1 1 . (original) The method in claim 10 further comprising structuring and 
synthesizing emotive parsers with productions exploiting emotive vectors 
encoded in textual datastreams. 

12. (original) The method in claim 10 further comprising an emotive parser to 
tokenize emotive vectors into emotive components and emotive 
components to a set of face glyphs. 

13. (original) The method in claim 12 further comprising a natural language 
parser to extract and tokenize emotive vector associated text into the parts 
of speech components. 

14. (original) The method in claim 13 further comprising concatenating 
communication tokenized emotive components with grammatical string 
fragments and strings selected from the associated text into grammatical 
strings conveying an intended meaning of the communication. 

15. (original) The method in claim 14 further comprising said face glyph set 
based on graphic rendering of reasonably representative emotive states 
and associated emotive intensities. 



16. (currently amended) A computer program residing on a computer-readable 
media, said computer program communicating emotive content comprising 
emotive vectors each emotive vector comprising an em otive state and an 
associated emotive intensity normalized to the author, with associated text 
embedded in electronic device communications. 



17. (currently amended) A computer network comprising: 

a plurality of computing devices connected by a network; 

said computing devices which display graphical and textual output; 

applications executing on the devices embedding emotive vectors which are 
representations of emotive states with associated author normalized 
emotive intensity; 



6 



Application Number: 10/648,433 



assembling emotive content by associating emotive vectors with associated 
text in electronic communication; 

encoding emotive content by preserving association of emotive vectors with 
associated text in the electronic communication; 

transmitting the communication with emotive content to one or more receiver 
computing devices; 

parsing communication bearing emotive content; and 

mapping emotive vectors to face glyph representations from a set of face 
glyphs; 

Such that communications encoded with emotive content facilitate exchange of 
precise emotive intelligence. 

d i splaying communicat i on of toxtual with ascociatod faco glyph omotive 
roprooontationo on sa i d computing dovico d i sp l ays; 

whoroby sendoro can transmit to r e co i vorc procico omot i vo contont i n 
commun i cat i ons. 



18. (original) A computer program residing on a computer-readable media, 
said computer program communicating over a computer network 
comprising: 

a plurality of computing devices connected by a network; 

said computing devices which display graphical and textual output; 

computer-readable means for applications executing on the devices 

embedding emotive vectors which are representations of emotive states 
with associated author normalized emotive intensity; 

computer-readable means for assembling emotive content by associating 
emotive vectors with associated text in electronic communication; 

computer-readable means for encoding emotive content by preserving 
association of emotive vectors with associated text in the electronic 
communication; 

computer-readable means for transmitting the communication with emotive 
content to one or more receiver computing devices; 

computer-readable means for parsing communication bearing emotive 
content; and 
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computer-readable means for mapping emotive vectors to face glyph 
representations from a set of face glyphs; and 

computer-readable means for displaying communication of textual with 
associated face glyph emotive representations on said computing device 
displays; 



whereby communications encoded with emotive content provide means of exchange of 
precise emotive intelligence. 



Please email back if acceptable and I will mail a formal mail response to the PTO 
when you are satisfied. If not, please let me know what more I can do. 



Walt Froloff 
Inventor 

273D Searidge Rd 
Aptos, CA 95003 
(831)662-0505 



Respectfully submitted, 
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